


Greetings, Salutations... 

Mae govan, 

Apologies on being late with this issue of Hall of 
Fire. However, we have some wonderful articles to 
share this time. "It's All Optional" features an 
article from a new author on how to enhance to use 
of herbs and the Healing skills to give your game a 
more Tolkien-esque feel. Additionally, the brave 
warriors of Middle-earth now have a new Edge and 
Ability among their options. More information on 
the swamp of Fiell is included in this issue as well, 
along with a few idea on how you might incorporate 
it into your game. 

This issue also features additional information on 
our first themed issue. Previously announced on 
Twitter ( http: //twitter, com/halloffire ), we offer more 
information and ideas on articles that would fit with 
the Bree-land theme. Remember, Bree-land 
includes more than just Bree! We look forward to 
seeing what our readers and authors can come up 
with, whether in adventure hooks or characters. 

Namarie, 

Micah A. Walles (Razor77) & 

Celebraen 

Co-Editors Hall of Fire 
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Calling all Bree-land adventurers! Our 

FIRST THEMED ISSUE IS COMING... 

Who is the stranger that stalks through the town of Staddle? What perils lurk in 
Archet and Combe? The town of Bree is ancient; what stories surround its 
history? 

"Bree was the chief village of the Bree-land, a small inhabited region, 
like an island in the empty lands round about. Besides Bree itself, there 
was Staddle on the other side of the hill, Combe in a deep valley a little 
further eastward, and Archet on the edge of the Chetwood ." 

As announce a few weeks ago on Twitter ( http://twitter,com/halloffire ) Hall of 
Fire is seeking stories and adventures set in the area of Bree-land, Please submit 
any and all articles concerning Bree and the surrounding lands. 

"According to their own tales they were the original inhabitants and 
were the descendants of the first Men that had ever wandered into the 
West of the middle-world . Few had survived the turmoil of the Elder 
Days; but when the Kings returned again over the Great Seas they had 
found the Bree-men still there, and they were still there now, when the 
memory of the old Kings had faded into the grass ." 

Bree-land has plenty of history to describe; an adventure set in the Elder Days 
might involve Bree and its inhabitants. What stories would the stone houses of 
Bree tell if they could talk? Are there ruins with hints of history hidden among 
the houses? Perhaps a ghost who lingers in his hometown, forever wandering the 
streets, needs his story told? 

We're interested in all types of articles: characters who live or spend a great deal 
of time in the Bree-land, adventure hooks or full-fledged adventures, and 
descriptions of the sights and sounds that people might encounter. 


Submission Information 


Target Issue 63 


Submission Deadline July 20, 2009 
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Fan Flavour 

New Order Ability: Warrior 

Riposte 

By Doug “Tomcat” Joos 


A warrior who has taken mastery in a weapon may turn a parried attack into a strike back on his foe. If a 
successful attack is parried by a warrior with this ability, the warrior may then make one immediate attack 
against his foe. If successful, the riposte cannot be defended against and strikes for normal damage based upon 
degree of success. The weapon master may only make one riposte against an individual foe in a combat round, 
although he may make a riposte against another attacking enemy. The riposte actions are subject to the -5 
multiple action penalty. 

Requisite: Armed Combat 11+, Weapon Mastery edge (ripostes may only be made with the mastered weapon). 

New Trait Edge 

Skill Mastery 

By Doug “Tomcat” Joos 

Through years of practice, you have advanced a favoured skill to levels that are virtually unknown. A character 
that purchases this edge may pick a skill to master and may increase the ranking of this skill to a maximum of 
15 (the 3 ranks above 12 cost 2 picks per rank whether they are an Order skill or not). The Skill Mastery edge 
does not include any combat skills, as these are covered in the Favoured Weapon Master ability in the 
Warrior's Sourcebook. 

Requisite: none 


Improvements 

This edge may be taken multiple times to master other skills but a character may only have a number of 
mastered skills equal to the attribute controlling the skill. Even if a character's controlling attribute is 0, he still 
may assign a mastered skill in this category. If the character's attribute modifier is negative, he may not master 
a skill of this type. 


If a character increases his attribute, and triggers the modifier to also increase, the number of mastered skills 
allowed will also increase. 


Example: 

Arahael has taken the Skill Mastery Edge and has chosen the Ride skill. He currently is at 9 ranks in ride, but 
may now take the skill up to a maximum of 15. Because Arahael's Bearing is 9, and his attribute modifier is +1, 
this is the maximum number of mastered skills that are controlled by the Bearing attribute. Arahael could take 
this edge again, but would have to pick a skill that is controlled by a different attribute. 
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Featured Creatures 

Swamp of Fell 

by Micah A. Walles (Razor77) 


There are places in Middle-earth that resonate with evih One of them is a swamp to the southeast of Dale 
where the River Running and the Red River meet. 


History 

At a time lost even to the memory of the Elves, the demon Fiell fled 
from the Valar to Middle-earth. He found a small swamp at the 
joining of two rivers in the far east of the world where he hid. Over 
time, he became less of a physical being and more of a malicious force 
that inhabited the swamp. Occasionally, a man or elf would venture 
into his swamp. He found great joy in tormenting and killing those 
unfortunate enough to venture past his borders. 

In time his reputation grew, and many deemed it unwise to try and 
cross his swamp. But there were always those that were too foolish to 
heed the warning or too obsessed with rumors of gold and jewels that 
sank to the bottom of the swamp with their masters, so that there was 
always someone willing to try their luck in the swamp. As the years 
became centuries, Fiell's only reason for being was to attack any that 
crossed his borders. 

At the end of the Second Age, few traveled through his swamp. With 
the fear of Sauron spreading throughout the world, few people traveled 
far, and fewer still traveled through areas that had a reputation of evil. 
Fiell grew bored. He slumbered throughout the most of the Third Age. 
It was not until just before the Battle of the Five Armies that Fiell 
began to stir again. 


Swamp of Fiell 

Attributes 

Bearing: 15 (+4) Nimbleness: Naught 

Perception: 12 (+3) Strength: Naught 

Vitality: 21 ( + 7)* Wits: 15 (+4)* 

Reactions 

Stamina: +7* Swiftness: +3 

Willpower: +6 Wisdom: +6 

Courage: 3 

Renown: 15 (as a place of ill omen) 

TN Equivalent: 15 

Skills 

Conceal (Hide Treasure) +5, Intimidate (Power) 
+ 12, Language: Warg-speak +6, Observe (Spot) 

+ 10 

Flaws 

Grasping, Hatred (living things) 

Spells 

Fog-raising, Power of the Land, Wind-mastery 

Special Abilities 

Speech of Wolf,Waves of Torment 


With Sauron being forced from his fortress of Dol Guldur by the White Council, he fled through Rhun on his 
way to Mordor. When he passed near Fiell, his sheer evil raised Fiell's awareness. He again began to enjoy 
tormenting those that passed through his swamp. 


Usage 

Many adventures can take place involving the 
Swamp of Fiell. Over the centuries numerous ships 
have been lost. Many of these were trade ships from 
the area around Dale, the Iron Hills, or Dorwinion. 

Due to this there could be any number of situations 
where someone would wish to have to have a group 
of adventures explore the swamp. There are could 
be many relics that have sunk to the depths. Many 
of these could have great monetary or sentimental 
value. Also someone may wish to have the remains 


of an ancestor retrived from their watery grave and 
returned home. 

Special Abilities 

Speech of Wolf 

Fiell can understand the speech of Wargs and can 
send messages to any that are around his swamp. 

Waves of Torment 

Even thought his habitat is a swamp, Fiell can create 
waves large enough to sink a ship that enters his 
realm. 
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It’s All Optional 

A Middle-earth Herbal 

By Treadwell 


The use of herbs and herbal remedies is an important and character-demonstrating part of the Lord of the 
Rings- Aragorn and his link with athelas demonstrates his dignity and right to claim the Kingship of Gondor; 
Ioreth s knowledge of the healing herbs of Gondor helps save Merry, Eowyn, and Faramir; and Sam s simple 
Shire Herblore are just a few examples- These rules allow characters to use Healing Skill, Herbal Remedies, 
Lore and Survival Skills combined to give the many curative and useful herbs of Middle Earth the chance to 
take a more central role in adventures. Herbs are given a 
Treatment Bonus to reflect the potency of the herb in use as well 
as details of where and when the herb is found and its use and 
effects* 


Athelas (Kingsfoil Asea aranion) 

Origin: Eriador and Gondor where 
Dunedain lived 
Occurrence: Challenging 
Treatment: +3(+6 with Healing hands) 
Appearance: Long leaves with a sweet 
pungent fragrance, stronger when 
bruised. 

Use: Infusion or poultice of bruised fresh or 
dried leaves. 

Effect: Recover 1 lost weariness level, +3 to 
resist weariness, double rate of 
recovering weariness from scent. The 
only herb to work against the Black 
Breath. Healing Hand +6 to resist 
weariness. 


Origin Place: Eriador, Rhovanion, Gondor, or Harad 
Occurrence: Simple, Routine, Challenging, or Difficult. This is 
the TN Survival skill to find in the Location. 

Time of year: All occur Spring, Summer and Autumn unless 

noted all year. Raise difficulty of Survival skill by one level 
in Spring or Autumn. 

Environment: Gardens, Woodland, Coastal, Highlands, Wastes, 

Roadsides, and Fields. 

Treatment: Bonus to Healing Skill when attempting to treat an 
appropriate Injury or Illness. This is in addition to Herbal 
Remedies Specialism bonus. 

Use: fresh, maceration, infusion, decoction, poultice, tincture, or 
dried. 

• Fresh need only be cleaned and applied immediately. Lasts for 2 weeks. 

• Maceration is mashing of the leaves and takes 5 minutes. 

• Infusion needs to be boiled in water for 10 minutes unless otherwise noted 

• Decoction as an infusion but is rendered down over a gentle heat for 3 hours. 

• Poultice uses the decoction or macerated fresh plant and mixes it with fats or porridge and smears 
onto a wound or bandage. Add 30 minutes. 

• Dried requires 3 days to dry the herb, usually on a long stick over fire or outside in hot weather. It is 
then preserved for 6 months or longer. 

Herbs kept for a long time may have a reduced treatment bonus at the Narrators discretion. 

Effect: situation in which the herb can be used and the result of a successful Healing Skill Test using the herb. 

All herbs should provide the listed Treatment bonus to a person using Healing Skill for first aid or to help a 
character recover. The stated Effect requires a successful Healing Skill role modified by the Treatment bonus 
against the TN of the wound or illness. Some may have extra effects in conjunction with the Healing Hands 
edge as noted on athelas. Characters with Herbal Remedies specialty may add their +2 specialism bonus. A 
player can search for and gather herbs. First to find a specific herb is a Survival Skill Test depending on 
location. Then to know if a specific herb grows in a location is a Healing: Herbal Remedies test TN10 or Lore 
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Skill test TN10. Finally, to know the effect of a herb is a Herbal Remedies skill test TN 10. A lore skill might 
be substituted but the TN 15 is used instead. 

Characters can of course combine their skills, with one using Healing Herbal Remedies and Lore skills to direct 
those with survival skills in what to look for. 


Example of Play 

Frodo the Hobbit is stabbed by a Morgul Knife and overcome by the Black Breath. Aragorn treats the wound 
immediately using first aid. Healing Skill TN20 for a wounded person. Recognising the effects of the Black 
Breath, Aragorn realises he needs athelas to help him. A Herbal Remedies test, TN10, means he knows the 
effect of athelas against the Black Breath. He knows that athelas grows near Weathertop using his Lore of 
Dunedain, TN 15. (He could use Herbal Remedies again here but has a better Lore Skill). 

Aragorn leaves the hobbits to search for athelas. This is a Survival skill test. Athelas is a Challenging herb to 
find (TN15) it is October so the difficulty is one greater, Difficult TN20. Aragorn has the Survival specialty 
Wastes and adds +2. He finds the herbs in a thicket south of the road that runs near the hill. This takes several 
hours. 


Returning to the Hobbits he prepares the herb casting the fresh leaves into boiling water to make an infusion 
and bathes Frodo s wound; this takes 10 minutes. The Black Breath is virtually impossible, TN25, to treat. 
Aragorn has the Healing Hands edge so gains +6 to his Healing Skill test using the herb. He passes a weariness 
test to use his Healing Hands edge and gains another +5, Total +11. His healing skill is 8 so he needs to roll 7 
or more on 2d6 to save Frodo. 

Example of Play 


Herbs that Heal and Harm 

This is a list for use with the extended rules for Herbal Remedies presented in part one of The Middle-earth 
Herbal. There are about 35 Herbs, which grow, or are available in the northwest of Middle-earth. Please note 
that many of these herbs and their effects are based upon the reputed effects of the real herbs but that know 
one should not treat this as a guide to the actual use of these herbs, many of which can have medical side 
effects. There are plenty of excellent books on herbalism available if you want to know more about plants that 
heal and harm. I like the use of real plants it gives a more authentic feel to my games which players appreciate 
and I have given many alternative names just as athelas goes by many names in different parts of Middle-earth. 


Herbs that Heal 

Athelas (Kingsfoil, Asea aranion) 

Origin: Eriador and Gondor where Dunedain lived 
Occurrence: Challenging 
Treatment: +3(+6 with Healing hands) 
Appearance: Long leaves with a sweet pungent 
fragrance, stronger when bruised. 

Use: Infusion or bruising of fresh or dried leaves. 
Effect: Recover 1 lost weariness level, +3 to resist 
weariness, double rate of recovering weariness from 
scent. The only herb to work against the Black 
Breath. Healing Hand +6 to resist weariness 


Burdock leaves 

Origin: Weedy fields and roadsides in Eriador 
Occurrence: Simple 
Treatment: +1 

Appearance: Dock shaped leaves and fruits covered 

in hooked spines 

Use: Infusion in salt water 

Effect: Increases resistance to infections, doubles 
vitality against diseases 
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Coltsfoot (Baccy Plant, Traveller's Pipeweed) 

Origin: River banks, mountains and roadsides in 
Eriador and Rhovanion 
Occurrence: Routine 
Treatment: +0 

Appearance: Large leaves with big yellow flowers 

Use: Fresh crushed with honey as poultice, or dried 

and smoked as tobacco 

Effect: Helps with chest complaints, reduces 

inflammation, double vitality bonus against these 

illnesses 

Dulse (Laver) 

Origin: Coastal Eriador, all year 
Occurrence: Simple 
Treatment: N/A 

Appearance: Red-brown fronds growing below 

middle to low tide line 

Use: Boil to a thick green mush 

Effect: Dried or precooked, it is excellent travelling 

food 

Garlic (Gar-leac, Spear pot-herb) 

Origin: Gardens and fields everywhere 
Occurrence: Simple 
Treatment: +0 

Appearance: Long pointed leaves and white flowers, 

white or pink bulbs 

Use: Fresh or dried as a clove 

Effect: Repels the undead. All undead creatures 

require Fear Test to approach 

Fumitory (Spirit bane) 

Origin: Weedy gardens and fields in Eriador and 

Rhovanion 

Occurrence: Routine 

Treatment: +0 

Appearance: Trailing small grey green leaves and 
pink flowers 
Use: Burnt on fire 

Effect: Smoke repels evil spirits, Causing a fear test 
in all evil creatures 
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Hedge Mustard (Pot herb, Singer's plant) 

Origin: Hedgerows and roadsides and wastes in 
Eriador 

Occurrence: Simple 
Treatment: +0 

Appearance: Trailing yellow flowers 
Use: Combined with honey and eaten. 

Effect: Against poisons person treated can add +1 
Stamina test 

Henbane 

Origin: Roadsides and wastes in Eriador and 

Rhovanion 

Occurrence: Routine 

Treatment: +2 

Appearance: Strong-smelling with sticky, hairy, pale 
green leaves 

Use: Fresh or dried leaves 

Effect: Works against poison arrows to neutralise 
poison + 2 Stamina bonus, Healing Hands as a 
painkillers for wounds. 

Horehound 

Origin: Pastures and grasslands everywhere 

Occurrence: Routine 
Treatment: +2 

Appearance: Woolly erects with nettle-like leaves 
and white flowers 
Use: Eat leaves whole 

Effect: Counter poison, protects from poison, +2 
Stamina bonus. Effect lasts one day. Healing Hands 
+5 Stamina bonus against poison 

Meadowsweet 

Origin: Low lying meadows, by streams and marshy 
ground everywhere 

Occurrence: Simple 
Treatment: +0 

Appearance: Aromatic clumps of white flowers and 
reddish stems 

Use: Infusion in water or wine 

Effect: Reduces headaches, fevers, and chills, -5TN 

to weariness/vitality tests 
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Mugwort (Midge plant, Felon Herb) 

Origin: Gardens and weedy fields, and near streams 
Eriador and Rhovanion 
Occurrence: Routine 
Treatment: +2 

Appearance: Small yellow red flowers on purple 
stems 

Use: Infusion as a tea 

Effect: Reduces weariness by one level, repels 
insects, repels evil spirits. Fear test for insects or evil 
spirits to approach 

Pipeweed (Leaf, Westmansweed, Sweet Galenas) 
Origin: Wastes and Gondor and Harad, in fields on 
warm slopes in Eriador 

Treatment: +0 

Appearance: Broad dark leaves with fragrant flowers 
Use: Imbibed as smoke of dried leaves 
Effect: +1 to Stamina checks when recovering 
Weariness. 

Salt Rock Moss (Carragheen) 

Origin: Coastal rocks in Eriador, all year 
Occurrence: Routine 
Treatment: +0 

Appearance: Purple-brown fan-shaped moss 
Use: Infusion of dried moss or as a jelly (takes a day) 
Effect: Applied as first aid to cuts and burns, 
excellent invalid's food 

Valerian (Anarion's Foil) 

Origin: Grasslands, close to streams in Gondor, 
Eriador and Rhovanion 
Occurrence: Routine 
Treatment: +2 

Appearance: Clusters of pink flowers on tall stems 
with tiny leaves 
Use: Tincture in wine 

Effect: Recover 1 weariness level immediately 


Curatives 

Agrimony (Sticklewort, Elendil's Spear) 

Origin: Roadsides and wastes in Eriador and 
Rhovanion. 

Occurrence: Challenging 
Treatment: +3 

Appearance: Spikes of small yellow flowers 
Use: Decoction made over several hours. 

Effect: Healing wounds recover Vitality Modifier, 
Healing Hands recover 1 wound level 

All-Heal (Woundwort, Self heal) 

Origin: Grassland pasture and open woodland in 
Eriador and Rhovanion 
Occurrence: Challenging 
Treatment: +2 

Appearance: Tall stems with violet-purple flowers 
Use: Dried powder as infusion, wash onto cuts and 
wounds 

Effect: Stops bleeding, recover Vitality Modifier 
immediately 

Aloe (Haradrim’s Leaf, Southron Weed) 

Origin: Southern Gondor and the Harad all year 
Occurrence: Challenging 
Treatment: +2 

Appearance: Green prickly leaves with spikes of 

yellow and red flowers Plant 

Use: Juice of broken and crushed leaves applied 

directly wounds and burns 

Effect: Heals hits equal to Vitality Modifier 

Immediately 

Dunthond (Westman’s Comfrey) 

Origin: Fields, Wastes, roadsides and Garden flower 
in Eriador 

Occurrence: Challenging 

Treatment: +3 

Appearance: Yellow flower 

Use: Juice in a poultice or cast 

Effect: Double healing for cuts, bruises, fractures 

and breaks of bones 
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Common Comfrey (Knit bone) 

Origin: River banks, wastes and roadsides in Eriador 
and gardens elsewhere 

Occurrence: Routine 
Treatment: +3 

Appearance: Large floppy prickly leaves, purple, 
pink or white flowers 

Use: Powdered made into poultice, or decoction of 
roots 

Effect: Double vitality modifier. For healing 
wounds, sprains, bruises and swellings 

Daisy (Banewort) 

Origin: Grazed grassland in Eriador and Rhovanion 
Occurrence: Simple 
Treatment: +1 

Appearance: Low plant in short grass flowers with 
white petals and yellow centres. 

Use: Macerated leaves in infusion, fresh bruised 
leaves 

Effect: Head wounds or bruises 

Hedge Garlic (Jack by the Hedge, Garlic Mustard) 
Origin: Hedge and wastes in Eriador and Rhovanion 
Occurrence: Simple 
Treatment: +1 

Appearance: Garlic smelling with thin pale green 

leaves small white flowers 

Use: Poultices or eaten as pain killer 

Effect: Antiseptic on cuts and abrasions, mild 

painkiller 

Marigold 

Origin: Gondor and gardens everywhere 

Treatment: +1 

Appearance: Large, double, orange or yellow 
flowers, Simple 

Use: Flower heads fresh or decoction as a lotion 
Effect: Stops bleeding, prevents infections in 
wounds +1 Stamina testswhen recovering from 
wounds 


Shepherd purse (Shovel weed) 

Origin: Everywhere in Eriador and Rhovanion 
Occurrence: Routine 
Treatment: +0 

Appearance: Tall hairy stems from a rosette of 
leaves 

Use: Dried flowering plant or fresh leaves 

Effect: Stops bleeding, recover vitality modifier hits 

immediately 

Soldier's Wort (Yarrow, Woundwort) 

Origin: Sunny banks and grasslands and roadsides in 
Eriador 

Occurrence: Simple 
Treatment: +3 

Appearance: White umbels of flowers feathery 
leaves 

Use: Flowers mixed with oil and wine and boil for 3 
days 

Effect: Stems blood flow 
Thyme 

Origin: Fields and wastes in Gondor 
Occurrence: Simple 
Treatment: +0 

Appearance: Aromatic woody low bush with small 
pink flowers 

Use: Poultice on wounds, fresh or dried against 

respiratory problems 

Effect: Prevents infection of wounds 

Verbena (vervaine) 

Origin: Roadsides and wastes in Gondor and 
gardens elsewhere 
Occurrence: Routine 
Treatment: +3 

Appearance: Tall with few leaves and small lilac 
flowers 

Use: Macerated fresh leaves 
Effect: Applied externally for wounds recover 
double vitality mod. Healing Hands triple Vitality 
mod 
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Wild Tansy (Silverweed) 

Origin: Eriador and Rhovanion 
Occurrence: Routine 
Treatment: +2 

Appearance: Silvery silky underside to leaves, small 
yellow star shaped flowers 

Use: Infusion in salt water applied to haemorrhages 
Effect: Stops bleeding in cuts and wounds 

Wood Betony (Wood Elves' Arrows) 

Origin: Woodland clearing and meadows in Eriador 
and Rhovanion 
Occurrence: Simple 
Treatment: +1 

Appearance: Spikes of pink or purple flowers on tall 
stalks 

Use: Infusion 

Effect: Sedative and on bathed on wounds 

Woodruff (withertips, star grass) 

Origin: Woodlands in Eriador and Rhovanion 
Occurrence: Simple 
Treatment: +0 

Appearance: Tall with dark leaves and white star 
shaped flowers 
Use: Fresh leaves 

Effect: Hold leaves onto blows to the head and on 
external wounds, in wine to "make a man merrie" 

Poisons 

Hemlock (Fool's Parsley, Dog Poison) 

Origin: Shady banks and woodlands in Eriador, 
Rhovanion and Gondor 
Occurrence: Routine 
Treatment: +20 

Appearance: Very similar to parsley, white umbels 

on tall stalks 

Use: Eaten or in a drink 

Effect: Primary 2d6 secondary ld6 confused vision 
vomiting 


Ergot 

Origin: Everywhere in rye barley in humid places or 
times 

Occurrence: Simple 
Treatment: +10 

Appearance: Dark violet to black mold 

Use: In cereal heads of rye plant 

Effect: Primary effect hallucinations and madness in 

stages 1 

Wolfsbane (Witch King’s Mantle) 

Origin: Mountains in Eriador and Rhovanion 
Occurrence: Challenging 
Treatment: +20 

Appearance: Tall spikes of violet-blue flowers 
Use: Eaten or drunk (strong taste) 

Effect: Primary 2d6 stages 6 secondary sedative 

Wolf lichen 

Origin: Rocky outcrops in Eriador and Rhovanion 
all year 

Occurrence: Routine 
Treatment: +5 

Appearance: Orange lichen or black oil 

Use: Contact causes itching. Squeezed and boiled to 

an oily poison. 

Effect: Stage 1,instant: Reduce vitality by ld6, 

Stage 2, 1 minute: paralysis for 1 to 6 hours 

Morgul Flowers 

Origin: Vale of Imlad Morgul, Gondor 

Treatment: +10 

Appearance: Tall single flowers glowing luminously 
with a noxious stench 
Use: Sedative and amnesiac 

Effect: Stage 1 5 minutes : Reduce Nimbleness and 
Wits by ld6, 1 hour: total amnesia for 12 to 24 hours 
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What’s Out There 


This is a list of Web sites along with Decipher's official Web sites. We have found they supply useful Lord of the Rings game information. 


THE HALL OF FIRE WEBZINE 

http://halloffire.org 

THE HALL OF FIRE WIKI 

http://wiki.halloffire.org 

DECIPHER'S LORD OF THE RINGS RPG HOME 

http://lotrrp 2 .fanhq.com 

THE MAD IRISHMAN 

http://www.mad-irishman.net 

THE LAST ALLIANCE 

http://thelastalliance.com 

RPG TOOLS FOR DECIPHER'S CODA GAMES 

http://groups.vahoo.com/group/rpgtools/ 

ENCYCLOPEDIA OF ARDA 

http://www.glvphweb.com/arda/default.htm 

FAN MODULES FOR MIDDLE-EARTH 

http://groups.vahoo.com/group/fan-modules 

THE STEWARD AND THE KING 

http://www.stewardandking.net 

THE TOWER HILLS 

httn://homeDage.mac.com/ieremvbaker/towerhills 

SCOTT'S RPG CENTRAL 

http://www.geocities.com/scott metz/ 

TREK-RPG.NET 

http://forum.trek-rpg.net/index.php 

CHRONICLES OF THE NORTH 

http://rpg.avioc.org/ 

CODA WEBZINE REPOSITORY 

httn://erouDs.vahoo.com/groun/coda webzine 

MERP.COM 

http://www.merp.com 

OTHER MINDS MAGAZINE 

http://www.othermindsmagazine.com 

THE ONE RING.COM 

http://www.theonering.com/ 

THE ONE RING.NET 

http://www.theonering.net 




Calling All Gamers! 

Interested in submitting... 


A mini or side adventure? 
New creatures, or fell beasts? 
New Orders or Elite Orders? 


Racial / Order packages? 
NPC's? 


Weapons / equipment / magical items? 
Fan Art? 


If so, write to us for details on submission submissions@halloffire.org with 'Fan Content' in the subject line. Please include your 
name and/or pseudonym (handle/online identity) and email address(es) with which one of our editors may contact you. 


Please note that if you would like to submit a mini-adventure, Decipher will not consider it for publishing. 

Fancy yourself a writer or artist and would like to contribute to the webzine? 

If so, write to us at submissions@halloffire.org with 'Writer' in the subject line. One of the editors will get back to you with details about 

writing for THE HALL OF FIRE. 

Want to know what the submission guide lines are? 

Visit http://wiki.halloffire.org/Submission Information for the current submission guide lines. 

If you would like to post an advertisement for: 

• A local or online RPG that you are hosting 

• An RPG convention or tournament 

• Or any events pertaining to The Lord of the Rings RPG 

Write to us at ads@halloffire.org with 'Ad' in the subject line along with your advertisement. The advertisement must be less 
than 100 words and any graphic to go with it must be no more than 1' x 1'. 
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